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FROM THE EDITORIAL STAFF 


Before we get into this new and exciting issue of Paladins 
Community Magazine, | must inform you on some changes 
we've had behind the scenes around here. The Editor 

you knew and loved, Jorg van der Velden, has decided to 
step down from both of the magazines he headed, citing 

it was time to move on to greener pastures. In his place, 
the heads over at GameOn Mag have promoted me (Jacob 
Russell) to Editor from Production Manager with Luke 
Greenfield taking up the design duties. We look to bring you 
the same type of content you’ve grown to love because we 
too are passionate about the Champions of the Realm! 


Now that that’s out of the way, let’s get into this issue! We 
made sure to cover the three new champions (Inara, Lex, 
Seris) that’s been released since the last time you put your 
eyes on our glorious publication. Paladins esports also gets 
their fair share of the spotlight this time around, as we have 
an interview with Panda Global’s Metapusher and coverage 
of the recent Masters LAN. 


Our boy Brandon has delivered to you another Map 
Breakdown, this time the Primal Court map for the Survival 
gamemode. Paladins 101 this month is about what we’re 
calling “One Point Wonders”, want to know what that is? 
Well, I’m going to let you figure it out yourself. There’s been 
some feedback that you guys love the lore pieces since 
Hi-Rez still hasn’t taken initiative on it yet so we didn’t 

hold any punches this issue. Lastly, Jawwaad tackled the 
controversy regarding Deft Hands, going so far as to call it 
the new Aggression. 


We hope that the amazing you content you’ve come to 
expect from us hasn’t changed. Enjoy the issue! 


Steve Greenfield 
Managing Director 
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INARA 


LIL shh hha sgdssidicdddcdddccccccccdcccccccccccdcdaacadaadaadaadadadde By Brandon Parker 


MMMM“ A“ dh hihi 


“Who Is?” is a series that introduces champions that have recently been released in the 


Paladins universe. This month, let’s throw stones and break down walls with Inara, The Stone 


Warden. 


Inara is a front line champion that excels 

at zone control, creating choke points 

and stopping routes that, in normal 
circumstances, would be passable. Although 
she lacks damage, she makes it up fora 
decent amount of crowd control and innate 
tankiness. Let’s take a look at her abilities 
and how they can be used on the battlefield. 


The Stone Warden’s left click is called 
Stone Spear. With one click, Inara can throw 
3 stones, dealing 225 damage each stone It’s 
important to note that Inara’s basic attacks 
have damage falloff, meaning that they won’t 
do the full 225 damage if the enemy is far 
away. If all three stones hit the target, they 
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deal 675 damage, which seems like a lot on 
paper. The thing people forget is it is very 
hard to hit a moving target for all three stone 
hits with one ammo. Keep in mind that one 
click uses one ammo, but fires three stones. 
The reload time is one of the slowest in the 
game, at 1.3 seconds. Make sure you keep 
an eye on your ammo count so you aren’t 
reloading in the middle of a fight, as she only 
has 5 rounds. 


The right click is Earthen Guard, which 

is a personal defense buff that lasts 5 
seconds and grants Inara 30% reduced 
damage. Note that it says damage reduction, 
not damage immunity, as you still can 
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take damage. However, that defensive 

buff is very effective for any single target 
damage on Inara, particularly when she is 
capturing an objective or pushing a payload. 
Inara’s default legendary (Mother’s Grace) 
significantly improves this ability, as it gives 
you 20% bonus damage reduction during its 
duration. 


Her Q ability is called Impasse. By 
activating this, Inara creates a wall that 
lasts 5 seconds and can be destroyed, but it 
is not easy. The wall has 6500 base health, 
which is the same as 4 full health Bomb 


Kings. With that crazy amount of tankiness, 
you can use that wall to cut off flank routes, wall cannot block a pushing payload path... 
close off major ranged damage dealers, and or it would be broken beyond belief), or by 
Save your teammates in sticky situations. cancelling the wall early by pressing Q again. 
What is interesting is that the wall can be Be careful, as the cooldown is rather high, a 
used by both enemies and teammates on top whopping 15 seconds. Only use your wall to 


of it. You can use that to create routes and help your teammates and time it correctly, 
cover that normally wouldn’t be there. One which takes practice. Although the cooldown 
thing to note is that Inara’s Impasse goes is lengthy, the Tremors legendary reduces the 


on cooldown by the enemy team destroying cooldown to 8s. 
the wall, the payload running into it (as the 
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Inara’s E ability is Warder’s Field, 


which creates a stone obelisk that slows 


and damages enemies in an area of effect. 


The slow is 60% and deals 150 damage 
that is divided in 5 ticks of 30 damage per 
second. Like Impasse, Warder’s Field will 
not go on cooldown, which is 12 seconds, 
unless it is destroyed or reactivated. The 
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slow amount, though, is why this ability is 
equal to Impasse, as 60% can stop a flanker 
from getting on Inara and send her back to 
the base. The damage isn’t great but isn’t 
needed. Again, the slow is very useful. You 
can also use the Field to zone out enemy 
front liners and provide enough of the slow 
that your team can follow up and go ham. 
Again, be careful where you set the Field, as 
the cooldown is pretty high. This ability can 
cripple enemies if you use the Treacherous 
Ground legendary, which is great if you’re 
playing against a team with multiple flankers. 


Her ultimate ability is Seismic Crash, in 
which Inara throws her spear, stunning her 
enemies for 2 seconds in an area of effect 
and damaging enemies for 500 damage, 
ignoring shields. This ultimate is one of the 
most engage heavy ultimates in the game, as 
this one ultimate has the potential to stun all 
5 enemies if they are clustered together. The 
only downside to the ultimate is that there is 
a cast time of 1.5 seconds before the spear 

is thrown. Enemies that see that coming can 
dodge the ultimate with careful timing, but 
low mobility champions will have a super 
hard time dodging the ultimate. However, 

the stun duration is long enough to have your 
damage dealers chew the enemy out. 


Inara is a front line champion that excels 
at zone control and route blockage, while 
providing crowd control for your team to go 
ham. She is very fun to play. Have fun! 


By Brandon Parker 
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LEX 


LLL ih hha sdsdiccicddcdddacdcdcccccccccccaacdadaacadaaadacaadadadde By Kat Falcone 


MMMM“ “a NE dh hihi 


SMITE has Tyr and now Paladins has a champion to lay down the law! It’s Lex, who ts literally 


“The Law” with an execute ultimate and a unique dual pistols basic attack. Lex is also the 


first character to look like Raynday (a Paladins caster/streamer at HiRez). If you don’t believe 


me, open a new tab and come back to this. Ok, you’re back? Good, let’s get into teaching 


you how to dispense some justice! 


Lex is perfect for taking the enemy by 
Surprise and can easily stand his ground with 
dual magnums that fire every 0.7 seconds 
and deal 700 damage. The damage increases 
with range, which can help Lex easily take out 
supports or his squishy flanker counterparts. 
The only flaws to this weapon are that it has 
reduced accuracy while airborne, and it takes 
1.4 seconds to reload his six shot ammo clip. 
It’s also important to note that his left clicks 
can be a bit hard to aim at first since you 
alternate pistols each shot. His other skills 
include In Pursuit, Retribution, Combat Slide, 
and his ultimate, The Law. Lex’s character 
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is very authoritarian and he helps to keep 
justice. In the sneak peak video, he was 
shown saving Pip from two other stronger 
characters. Everything from Lex’s sleek armor 
to his voice lines shows adversaries that this 
patrolman is not to be messed with. 


Lex has a collection of great skills that can 
help your team by taking out the enemy 
backline. In Pursuit allows Lex to rapidly 
fire his magnums and perfectly hit the 
nearest enemy, including deployables. It 
delivers 1,050 damage for 1.5 seconds, has 
a cooldown time of 15 seconds, and does 
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not consume ammunition. While he uses this 
ability, you switch to a third person view. 

This skill is great for finishing off a kill ina 
lv1 if you’ve already gotten them low. If your 
tracking isn’t great or you are airborne, this is 
a great attack to use. 


Lex’s skill Retribution will also give players an 
advantage in the game. It allows him to see 
nearby players behind walls, and when Lex 
kills them he is granted extra credits if his 
target was on a killstreak. He is assigned a 
random target when he activates this ability. 
The Discovery legendary reveals your target 
through walls to your allies as well. 


Lex can also use Combat Slide to move 
quickly in the direction he is facing, and he 
can use all of his abilities while sliding. The 
only flaw to this ability is that Lex cannot 
turn more than 90 degrees while sliding. This 
ability has a very fast cooldown, as every 
flanker relies on mobility to make up for their 
small health pools. The Heroism legendary 
gives you 25% attack speed for 2 seconds 
after using Combat Slide. 
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Last but not least, Lex has his ultimate, The that can easily get multiple enemies to below 
Law. Using The Law, Lex can release asurge the 65% threshold like Bomb King or Drogoz. 
of judgement, executing enemies within 


this cone with health at or below 65%. For Although everyone likes to instalock a flanker 
enemies above 65% health, they still take and you might not be able to play him very 
600 damage and are stunned for one second. much, make sure not to pass up on The Hand 
The important thing to remember is that it of Justice if you get the chance. We also like 
takes 1.2 seconds before the shot is fired, him here at Paladins Mag because he saved 
giving enemies a chance to escape. The Pip in his Champion Teaser video. He’s clearly 
Law does have its flaws; while using it Lex a man for the common good, just another 


cannot use any of his other abilities, and he reason to get on the Lex hype train. 

is Slowed significantly while channeling it. 

The Death Hastens legendary helps you get peeeaene 
your enemies to 65% health by giving your 
shots 30% more damage to targets over 65% 
health. 


Lex will be the perfect character for you if 
you frequently play flank characters such as 
Buck or Androxus. He allows you to fight on 
your own and take out key targets with ease. 
For people who love to take out enemies by 
surprise, Lex is a great choice. Like the other 
flank characters, he will gain bonus credits for 
killing enemies single-handedly (known as a 
“solo kill”). Also, remember to never go down 
the middle directly to the objective. Since 
you're so squishy, wait until your enemies 
have pushed up to the objective and fall in 
behind them for a pincer maneuver. 


It’s important to note that you shouldn’t play 
Lex against characters with a lot of crowd 
control (Bomb King, most tanks, etc.) The 
reason | say this is because flankers rely on 
their mobility to make for their smaller health 
pools and CC’s main job is to limit enemies’ 


mobility. Lex is paired well with characters 
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ORACLE OF THE ABYSS 


SERIS 


Li hsb ba sd rdiecicddcdcdacdccccncccdcccdaacdadaacadaaaadacaadaadade By Kat Falcone 


MMMM «Mahi, 


In this edition of ‘Who Is’, Kat tackles the new enigmatic support character, Seris, who utilises 


the power of the Shadow Realm to turn the tides of combat. 


You have probably heard of the new Paladins 
champion, Seris, but you might not know 
much about her. Her title is Oracle of the 
Abyss, which gives her an ominous and 
mysterious aura. She is a powerful support 
character who can restore the health of her 
allies while crushing her enemies. She also 
has the ability to travel in between plains, like 
the flea in Stranger Things. Her other abilities 
include Soul Orb and Rend Soul which deal 
direct damage, Restore Soul and Shadow 
Travel which restore health, and her ultimate, 
Convergence, which deals area damage and 
is a great form of Crowd Control. Seris is a 
support character you don’t want to mess 
with. She can sneak up and kill you without 
you ever knowing what happened, and there 
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is no way your team could avenge your death 
thanks to her Shadow Travel ability. 


Soul Orb, Seris’ direct damage ability, allows 
her to fire a stream of magic projectiles from 
her hand that deal 210 damage every 0.3s. 
As Seris’ projectiles pass through enemies 
they apply a Soul Orb stack, which can stack 
up four times. Her second ability, Restore 
Soul, can restore an ally’s health by 1000. 
Seris locks her aim on one target, and can 
continue healing them even if she breaks the 
line of sight. This is a great ability for support 
players to use because they can continue 
healing their allies from a safe distance. 

The only problems are that this takes two 
seconds, which is a lot of time to lose ina 
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competitive game, and she can only heal one 
person at a time. If you usually play support 
characters who can change the game with 
their healing abilities, Seris would be a great 
character for you. 


Restore Soul, Seris’ right click ability, restores 
the soul of an ally by healing them for 1,000 
health every second for 2 seconds. It’s 
important to note that Seris can’t fire her 
weapon or use any of her other skills while 
channeling. In order to start the channeling, 
you have to have line of sight on your target. 
But once you initiate the ability you can 
move to cover and still heal your target. If 
your target is at low health you can start 
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the cooldown early by cancelling the ability. 
Although it already has a pretty long healing 
range, the Mortal Reach legendary increases 
the ability’s range by 300% and increasing 

its duration by 1 second. The other legendary 
for this ability is Soul Collector, as it increases 
your maximum health by 2% for each charge 
detonated (has a maximum of 8, stacks are 
removed on death.) 


Rend Soul, Seris’ Q ability, detonates all 

of your active soul charges and deals 

100 damage and heals you 15% of your 
maximum health per stack. It’s really easy to 
apply these stacks because as | said before 
Seris’ basic attacks go through enemies. This 
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ability is best used when you've used your 
ultimate and have a lot of charges stacked 
up from the pulled enemies. You can also use 
this ability to heal you if you’re fighting an 
enemy with your escape being off cooldown. 
The Agony legendary applies a 1 second stun 
when you detonate 4 charges onto a single 
enemy. 


Seirs’ F ability, Shadow Travel, allows her 

to enter into a different realm where she 

is invisible and immune to all damage for 
five seconds. This allows her to sneak up on 
enemies, heal allies in the line of fire, and get 
to safety without receiving damage. It’s also 
important that she can contest the objective 
while invisible, which can be great if your 
tanks are just around the corner ready to 
shield you. The ability seems very strong but 
it has the caveat of a 1.5 second activation 
time. 
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Seris’ Ultimate, Convergence, casts her soul 
into the battlefield that forms a tear in reality 
that drags nearby enemies towards it. It can 
bounce off walls and goes off when it hits the 
floor. The ability can be hard to hit because it 
has a 1.5 second cooldown but it’s made up 
by the fact it stuns enemies for 1.4 seconds. 
Enemy tanks hate this ability because it can 
pull people through shields. Shields can still 
be useful to counter it though because they 
can lower the follow up damage. 


Seris can be a great pick if your team is 

only running a single tank because she can 
make them unkillable. She can’t be the main 
healer because of her lack of AoE healing 

but is great as a secondary healer that also 
provides a lot of setup for her team. Burst 
damage really counters Seris because her 
healing is over time (which means her 
healing can be outdamaged since it doesn’t 
occur all at once) and she can be killed before 
she finishes her channeling of Shadow Travel. 


I’m hoping that Seris’ fun kit will finally 
encourage people to pick up the support role, 
but I’m not holding my breath over it. Either 
way, she’s a fun support champion for people 
who already love the role. She feels so strong 
with how much single target healing she 

can dish out and it’s also fun to watch your 
enemies freak out as they try to figure out 
where the invisible Seris is. Have fun playing 
Seris, also, thanks for picking a support! 


By Kat Falcone 
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PRIMAL COURT 


OLLI hh sb sdsidddcdddcdddddddccecccccccecccedceddadddaddada By Brandon Parkers “”/’’4v040Q00(M““"Mnn 


Survival ts a different game mode in Paladins to where there is no objective to take, but a 


deathmatch in which everyone only has one life per round. It’s hectic and chaotic, but very 


fun and fast paced. One of the maps in survival mode Is the extremely small Primal Court. 


Let’s break down this map and see where you can take advantages. 


Primal Court is a very small map. It’s so small 


that, upon you exiting the starting area, you 
can immediately unmount from your horse 
and still have mobility to traverse it on foot. 
However, that doesn’t mean that the size 
doesn’t have great designs and no room to 
move, as this map has plenty to see and do. 


For one, the starting area leads to two 
“hallways”. | say hallways because following 
it just leads to a wall. However, the hallway 
is three sided with pillars that don’t provide 
a lot of cover. Kinessa players can use these 
pillars to duck in and out, as the sight lines 
from these pillars are pretty long. 
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The sides are both staircases which leads to 
a second floor. On the second floor lies a lot 
of open space which leads to a 4-sided fight. 
Be careful going from one side to another, 
as you can be picked off very easily, leaving 
you as a Sitting duck. Don’t forget that there 
is little to no cover on the second floor. 
However, high mobility champions like Maeve 
and Evie will have no trouble going from one 
side to the other. Be sure to look before you 
leap, aS an unsuspecting flank can send you 
back to the spectator camera. The staircase 
is also an ample opportunity for a single 
target damage dealer to wreck havoc here, 
get to cover quick and check those corners 
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once you’re on the staircase. You never know 
if a Bomb King will ruin your day. 


Also on the second floor near the starting 
points is a cover point with a long sight 

line. Here is where Ruckus players drool at 
providing a ton of damage right at the start, 
as most players are itching to get the first 
blood. It is also where the staircase leads on 
the second floor. Under no circumstances 
should you have a low health champion 

in that point, as they are out in the open 
and susceptible to incoming fire. Have a 
champion that either has high health or high 
mobility traverse these parts, as any other 
champions will be picked off very easily. 


Below the center part is, as the community 
calls it, “the circle”. Here is where skillshots 
matter, as the circle is surrounded by pillars 
and tight quarters. If you have at least one 
support, here is where they can shine, as the 
tight quarters provide ample opportunity to 
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heal your teammates in the thick of the fight. 
Be careful of ults that have splash damage, 
as the resulting ult can take out an entire 
team that is fighting in this area. Only have 
your damage dealers and healers scuffle 
here, as the close quarters can be hectic with 
any other class. One trick that isn’t used is 
that on this map you can use Inara’s wall to 
block one entrance to this area. This causes 
an enemy to use an alternative path to the 
middle where you can pick off the train of 
enemies. Use quick judgement to decide 
which side you want the wall to be and have 
your main damage dealers go ham on the 
other. 


For the fun part, after 60 seconds, the 
entire map starts to close in as a fog rolls 
through. Get caught in the fog and you have 
a short amount of time to get in the clear 

as the fog ticks life away a chunk at a time. 
After another 60 seconds, the entire map is 
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area until everyone on one team is dead. opportunities to capitalize on enemy 
It is important that once you hear the horn mistakes. With some long sight lines, tight 
you haul it to the center and try to survive. quarters, and wide open spaces, there isn’t 
Champions that have a lot of health and at a champion that can struggle on this map. 
least some mobility in their kit like Makoa will Have fun! 
find it a bit easier when the horn sounds, but 


By Brandon Parker 
get caught in the fog and it’s lights out. 
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Have you ever been making a loadout in Paladins and have one extra point left out of the 12 
available but have no idea what to get? Well, I’ve compiled a list to help you make that very 
important decision. 


| present to you what | call the “one point or not. Failsafe | reduces the cooldown of 
wonders” of Paladins cards, meaning that rocket Boots by 25% if you drop below 30% 
you get great value from them despite only health (30 second cooldown). Why you would 
spending one point. For each front line/ possibly go with this card is because the 
support champion I’m going to have two of cooldown for Rocket Boots is a lot longer than 
them just in case you happen to be using one’ you think (14 seconds) and you might need 
of them in your build already. Hopefully this to use it to get to safety during Barricade’s 
will also encourage people to play these roles cooldown. 
too. :) 
Fernando: Heat Transfer | reduces the 

FRONT LINES cooldown of Charge by .5 seconds for every 
Barik: Fuel Efficiency | increases the duration 1,000 damage your shield takes. Since your 
of Rocket Boots by 15%. This is a great idea shield as Fernando has 8,000 health, you’re 


because it’s a pretty short escape to start cutting the cooldown of Charge in half if 
with and that extra duration could be the your enemies fully destroy the shield. How’s 
difference between finding cover in time that for value out of a level 1 card? Fearless 
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Leader | reduces all active cooldowns by 10% 
when you get an elimination. As Fernando, 
your team Is depending on you to have that 


shield up early and often. If you put the shield 


down to commit to a kill, why not reduce the 
cooldown of your shield in the process? 


Inara: Rolling Stones | makes it to where you 
can’t be slowed below 50% of your base 
movement speed. This is very important 
because Inara has no escapes which mean 
Slows are her kryptonite. Sacred Ground 

| grants you 5% Damage Reduction while 
standing in Warder’s Field. It may not seem 
like a lot, but it’s actually better to have 


percentage damage reduction instead of base 


health. That fact puts Sacred Ground | over 
any of the other level 1 defense options. 


Makoa: The following card is what actually 
gave me the idea for this, Salvage | 
eCnelenes 1 ammo when yan hit an enemy 


'as0 WSO past 


Qi00% Gi00% Gi00% 54% 75% 


with Dredge Anchor. As Makoa, you’re already 
playing around your Dredge Anchor anyway, 
making this just a smart buy. Barrier Reef | 
reduces the cooldown of Shell Shield by 1 
second for every 3,000 damage Shell Shield 
takes. You’ve heard my spiel about this kind 
of card with Fernando, so you know why this 
card is so good already. 


Ruckus: Quick Loader | increases your 
reload speed by 7% for 5s after you get an 
elimination. This card would work especially 
well if you ran a legendary besides Recycler, 
as you might have ammo problems if you’re 
shooting down a hefty shield or an enemy 
tank. Warden | increases the duration of 
Emitter by 1 second. Thirty percent damage 
reduction for your nearby allies is quite 

a powerful buff, so why not increase the 
duration of it in case the enemies take awhile 
to die? 


YOUR TEAM SU RVIVED 
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Torvald: Winddancer | makes it so Protection 
grants 10% movement speed to its target for 
2s. Although this obviously isn’t as strong as 
the Field Study legendary, it’s still great to 
give your ally a bit stronger of a buff if you’re 
going to be investing the ability on them. This 
is also good because there is a good chance 
they’re escaping an enemy if you’re using the 
ability on them. Eldritch Speed | gives you 8% 
movement speed during Recharge. There is 

a chance that the enemy whose shield you’re 
absorbing is running away (Fernando, Makoa 
without Half Shell, enemy Torvald), so this 
gives you the chance to keep up with them so 
you can keep up the stream of shield. 


SUPPORTS 


Grohk: Astral Traveler | gives you 25% 
additional movement speed during Ghost 
Walk. You'll see a theme with these kinds of 
cards later with Seris because of how squishy 
supports are. Crackle | increases the duration 
of Healing Totem by 1s, meaning it heals for 
an extra 420 health. Although no one defends 
them when they should, supports need to 
survive because they’re the best at keeping 
their teammates alive. 
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Grover: Verdant Expanse | increases the 
radius of Blossom by 10%. This is a very 
important pickup because a lot of people 
build extra passives for their Blossom 

ability and this will make those builds 

more effective. Over Growth | reduces the 
cooldown of Vine by 100% when you drop 
below of 15% health (every 30 seconds). Vine 
has an 8 second cooldown, but if you’re at 
that low of health then you really need to get 
out of dodge. 


Mal’Damba: Eerie Presence | reduces the 
cooldown of Mending Spirits by .5 seconds 

if you miss. Since this ability has a 3 second 
cooldown and is strengthened by popular 
loadouts, it’s important to have it up early 
and often. Missing this ability can be the 

end of the line for your teammate, but this 
card makes up a tiny bit for those mistakes. 
Snake Pit | increases your reload speed by 
5%. Besides his ultimate, Mal’Damba’s reload 
is the best thing he has to set up kills for his 
team. The problem is it is a hard projectile to 
hit and takes a while to cast, but this pickup 
hopes to remedy that. 


Pip: Sturdy | makes it to where your Potion 
Launcher no longer knocks you back and 
deals 25% less self- damage. If you’re running 
a damage/flank Pip build, the last thing you 
want is for your shots to be hard to hit and 
dealing too much self -damage. Escape Artist 
| gives you 12.5% Damage Reduction during 
Weightless but prevents you from attacking 
during it. This might be better for a support 
Pip build because you’re more focused on 
staying alive than dishing out damage. 
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Seris: Dark Whisper | increases your 
movement speed in Shadow Travel by 20%. 
Especially since this escape ability gives you 
invisibility and lets you contest the objective, 
you can see why movement speed would 

be so important. Spirit Leech, It generates 2 
ammo for every second you’re channeling 
Restore Soul. The more ammo you have in 
your clip, the more charges you can stack 
and detonate on the enemies, thus healing 
you more. 


Ying: Carry On | extends the life of your 
Illusions by 1 second. This doesn’t seem like 
a lot, but that means that each illusion will 
heal for an extra 350 (490 if you’re running 
the Lifelike legendary). Pursuit | increases 
the movement speed of your illusions during 
Shatter by 8%. Shatter can do a quite a lot 
of AoE damage but it’s also very easy to 
avoid by simply outrunning her Illusions. This 
alleviates that problem and makes Ying a 
damage threat on top of her large amount of 
healing. 
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Bomb King: Mad Bomber | grants the King 

7% movement speed for 2 seconds whenever 
you cast Grumpy Bomb. This is very useful 
for sticky situations in which you either have 
to detonate a grumpy bomb or move to a 
new position. Air Blast | is also a good choice, 
as the card increases your air control from 
poppy bomb by 15%. It doesn’t seem like a 
lot, but it is better than no control over where 
you are going to land. 


Cassie: Somersault | is a great choice, as 

it resets the cooldown on Dodge Roll if you 
drop below 15%. It is nice to get either a bit 
of damage before death or roll to safety. Pair 
that with Onslaught |, which grants 10% life 
steal on the first shot after using Dodge Roll, 
and when things tough you have a fallback... 
literally. 


Drogoz: Hot Swap I, which grants 10% reload 
speed for 3 seconds if any weapon hits a 
target, is great for quick artillery strikes and 
laying down that sweet damage per second 
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Stat line. If you like flying around (and who reduction during Withdraws stealth. This is 
doesn’t?), Rain Of Fire | lets you fly longer, great for repositioning or getting out of tough 
as the booster consumes 10% less fuel for 5 —_ situations. 
seconds after using Thrust. 

Tyra: Chances are you're going to face a 
Kinessa: Quick Scope | is pretty much the go- support or front line in your games, so why 
to card for Kinessa, as it reduces the time it not make their games more difficult? Taking 
takes for Kinessa to scope in and out by 25%. Napalm | reduces the healing of your enemies 
You can use Lie In Wait | if you want to learn by 5% when they are in the Fire Bomb. 
how to play her, as you regenerate 50 health Couple that with Volatile |, which reduces the 
per second while standing still for 1 second. cooldown of Fire Bomb by 1 second will give 
It might not seem like much, but she is one healers and front liners a headache. 
of the more squishy champions with a base 


health of 2,000. Viktor: Second Wind | increases your 

movement speed of Hustle by 10% for 1.5 
Sha Lin: Bullseye | is great for getting seconds after activation puts you in the 
damage down range quickly, as it grants “gotta go fast” category, as it bumps the 
cooldown reduction for all of your abilities ability to 75% for 1.5 seconds! Compensator | 
by 10% when you get a kill or assist. For is great for if you want to deal more damage, 
faster-paced gameplay, Shimmer | is the as it reduces the recoil by 25%. This makes 
way to go, as it grants you 10% damage your shots that much accurate. 
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Androxus: Yo dawg, | heard you like 
movement speed. We put some movement 
speed with your movement speed so you can 
go faster while you’re going faster. That’s 
the gist of Elusive I, as it grants you 10% 
movement speed after using Nether Step. 
However, Watchful | is very useful for enemy 
stealth champions, as it reveals them for 1 
second when you get a headshot. 


Buck: Giga Syphon | grants 10% life steal 
while Recovery is active so you can heal 

even more and bounce around longer. The 
standard though is Street Sweeper I, which 
grants Buck 5% reload speed. Since his 
reload speed is very slow, this will alleviate at 
least some of it. 


Evie: Howling Gale | increases the movement 
speed by 10% after Ice Block ends. This is 
particularly useful for getting out of a tough 
situation. If you like flying around, though, 
Swift Witch | is the way to go, as it grants you 
5% increased flight speed of Soar. 


Lex: Commencement | increases the slide 
distance of Combat Slide by 20%. This is 
huge because the distance isn’t much, but 
this card can let you traverse the map a little 
bit easier. For a little bit more “pew pew”, 
Well Oiled | will be a good one, as it grants 
you 5% reload speed. 


Maeve: Want to frustrate your enemies on 
how fast you are moving? Take Flight or Fight 
|, as it grants you 10% movement speed for 
2 seconds when you activate Nine Lives. 
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Pair that with her the legendary card Artful 
Dodger and you literally can’t be stopped. For 
even faster builds, take Scamper | as it grants 
you 10% movement speed for 2 seconds after 
Pounce ends. With her base movement speed 
of 385, you can stack more of your cards with 
damage and still be fast with the two cards. 


Skye: Like to be in stealth? Why not have 

it last a bit longer by taking Cloak I, as it 
makes Hidden last 1 second longer, which 
makes it 8.5 seconds. For bad situations, 
though, Emergency Exit | is a great card, as 
you can go into stealth once you drop below 
30% health. The cooldown isn’t great, at 40 
seconds, but it is essentially a once every 40 
seconds get out of jail free card. 


We hope that we made it easier for you 

to pick that final point in your favorite 
champion’s loadout. Loadouts are certainly 
not a part of the game that you can ignore, 
so this guide will truly help you in the game. 
Best of luck in the realm with your “One Point 


By Jacob Russell 
& Brandon Parker 
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DEFT HANDS 


LL haba siidcdccdcdddacaccccaccccdaacdadaacadaadadacaadaadde By Jawwaad Flaendo rp MMMM «aaah hhh 


You’ve got the ideal team composition, you're psyched for the match, everybody is 
spamming GLHF and the match begins. You’re itching to get to the front lines but you realize 
on your way there by looking at the score when you realize every teammate purchased Deft 
Hands. 


This seems to be a popular trend in a lot of a major concern. I’ve seen Grovers, Maeves 
my games recently, | call it the Deft Hands and Sha Lins buy deft hands and it wasn’t 
phenomena. It has hit us ever since good auto buy. In my opinion, Deft Hands is a 

old aggression has been laid to rest. It’s niche item and will fill very few scenarios ina 


prevalent in both Casuals and Ranked and it’s match. 
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| can do more damage with Deft Hands 

You do in theory but it comes with a high 
cost to your team. In fact, I’ve seen Viktors 
and Tyras do hefty amounts of damage 
utilizing it. This also puts their team ata 
major disadvantage purely because most 

of the damage dealt got absorbed through 
shields or healed up instantly. Why is that? 
Having multiple players on your team with 
Deft Hands will diminish the damage output 
which will get healed up due to the lack of 
Cauterizing and the takedown time of shields 
due to the lack of Wrecker. The item itself 

is not at fault as one Deft Hands on a major 
damage dealer will bear some fruits providing 
that the rest of the team was informed 

and wise enough to equip Wreckers and 
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Cauterizes. In short, to justify the damage 
output your team must be well coordinated 
and informed. 


Know your Loadouts 

Almost all if not every champion in Paladins 
has some sort of ammo regeneration card or 
card similar to Deft Hands available to be put 
in your loadout. This has become glaringly 
obvious in the game with a lot of people 
running “pro builds” or top of the leaderboard 
builds without actively going through the 
loadout and utilizing the cards optimally. 

The funny part is most players are running 
builds with these cards equipped in their 
loadout. Not to stereotype all players running 
these builds, but just as a general statement 


The Game On Magazine 


and what I’ve experienced in a multitude of 
matches so far. Some players I’ve met and 
played with in Casuals and Ranked actually 
utilize these loadouts extremely well. If you 
copy builds from pros or any other players 
make sure just to read through the cards as 
the majority of them compensate for Deft 
Hands in some way or the other. 


Is this item useless? 

Not at all, as Mal’Damba can become an even 
greater asset to his team as faster reloads 
will actually aid him in using his reload stun 
more frequently. This item is in a niche spot 
currently and would have been of greater 
value if ammo regen or faster reload cards 
didn’t exist as something you can equip 
through loadouts. This item is useless on 
champions with no reload mechanic i.e Sha 
Lin, Maeve, and Grover. Please refrain from 
buying this item on these champs as this 
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will only anger your teammates if bought on 
them. 

In closing, Deft Hands can do well if 
communicated to your team effectively and 
the team is well coordinated. The item is a 
niche purchase and in most cases Wrecker, 
Cauterize and even Bulldozer will be of 
greater value to your team. The item is 
currently one of the most expensive items in 
the game at each rank in the same tree and 
you'll seldom be able to max it out. However 
tempting it might be this item currently has 
the lowest priority in the tier it’s in and is 
very situational. This is my opinion on the 
card and through playing a lot of matches 
both on the winning and losing side of Deft 
Hands orientated teams | came to this 
conclusion. | hope you pick the correct items 
to counter your enemies correctly, GLHF. 


By Jawwaad Flaendorp 
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RUCKUS AND BOLT 


Li ih bh bg basisdcccdddcdccacccdccccccccccdaaadadaadaaadadadde By Jawwaad Flaendorp MMMM «gM «ahhh 


We join Barik and Grover on their journey to 
his old friend Ruckus. 


On the outskirts of the goblin settlement, 
you hear voices of people arguing. “Blasted 
machine!” could be heard with a sarcastic 
reply of “One of these days, Ruckus!” It’s 
as if these two were the best of friends 
considering the amount of bickering between 
them. Scanners indicate a familiar presence 
Bolt promptly indicated. Ruckus, out of 
curiosity, immediately jumped into the mech 
and investigated. Ah, indeed, it seems we'll 
be having guests soon. “Don’t utter a word, 7 
Bolt.” Ruckus said, he doesn’t know yet. 


As Barik and Grover were traveling through 
the Goblin settlement,it seemed eerily 
familiar. The feeling of hostility towards Barik 
is the same here as it was in his village. 
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Finally, they reached Ruckus’ home and Barik 
knocked. To his surprise, Ruckus was the 
same as he was all those years ago. 


“You haven’t grown an inch,” Barik said 
jokingly. 


“You haven't either,” Ruckus replied. 


Even after all these years, these two 
haven't lost a beat, it’s like they never were 
separated for all those years. Barik told his 
old friend that he needs Ruckus’ assistance 
with the guest he brought. Ruckus was 
intrigued by this Tree-like being and even 
more surprised that it understood him and 
could talk. Barik explained the situation to 
Ruckus and he happily agreed to assist. 
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He hopped into Bolt with Barik remarking 
“You still love those machines don’t you?” 
With Bolt’s scanners on, Ruckus quickly 
pressed a button but nothing happened. 
He did this for countless times and it still 
wouldn’t activate. 


“G’eh, hit it with a hammer.” Ruckus said out 
loud. Barik was in shock knowing this is the 
same technology they experimented with in 
the war which brought forth the creation of 
Bomb King. 


“Stupid freaking machine just won’t work 
right!” Ruckus uttered and the two started 
bickering again. 


“He could have saved me!” you could hear 
Bolt saying, that’s when Barik knew this mech 
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was the one Ruckus piloted all those years 
ago in the war. 


Angrily, Barik asked: “Ruckus how could 
you?” 


“There’s no time for explanations now,” 
Ruckus said. Scanners were on once again 
and this time it worked. 


“Sir, I’m afraid other than the anomaly in this 
room there is no other trace,” Bolt replied. 
Eventually, Grover got his answer. Sylvanus 
was not transported to this realm with him. 
The question is how he ended up here. This 
intrigued Ruckus more than knowing that 
this Tree-like being could talk and could 
understand him. 


“We need to seek out The Runic Sage, these 
days a lot of things seem out of order in the 
Realm,” Ruckus suggested. 


Barik responded, “Bah, not that Old Man 
again. | can already hear him shout “It’s 


” 
! 


working, working, working!” Grover was 
intrigued by this and asked them about this 


Runic Sage. 


“Well, he’s the person who figured out how 
to use pieces of the crystals to power things 
and to utilize it in our technology. He’s 

been around for years and has a wealth of 
knowledge,” Bolt replied. Everything we 
have, from our lightsource, forges and even 
Bolt has this technology imbedded in him. He 
figured it out but those he trusted misused 
the knowledge he gave them for their own 
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selfish ways. Goblins and Dwarves are guilty 
of this too, see that gun Barik has? That 

gun uses a piece of the crystal as energy 
and ammunition. We exploited his gift and 
ever since then nobody has heard from 

him. He most likely knows about you and 
could possibly explain everything that has 
happened, but we need to find him first. They 
decided that it was best to get moving onto 
the home of the Runic Sage for some more 
answers. 


By Jawwaad Flaendorp 
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MASTERS LAN COVERAGE 


Li ih ssbb bbtbidddddcddcccdcdccccccdcccccdcccccdcdaddcdadacaadacaadcaddaddda By Jawwaad Flaendorp MMMM «gM “ aa hihi 


The Masters LAN was our first taste of Paladins LAN action since the Paladins Invitational where 


Burrito Esports proved they could go to toe-to-toe and defeat their rivals District 69. 


This LAN had 2 groups of 4 teams from a total 
of 5 regions. From North America was #1 
seed Astral Authority, #2 seed Team Eager, 
and wildcard competitor Team AGG. Europe’s 
representatives included the two Paladins 
Invitational finalists in #1 seed District 69, #2 
seed Carbon 6 (formerly Burrito), and wildcard 
competitor WASD Sports. Latin America sent 
to Alpharetta their top team in Nocturns 
Gaming while Brazil did the same with CUBE 
Team. Lastly, the always competitive Kanga 
Esports hailing from Oceania looked to 
continue their tendency of upsetting teams 
from larger regions. 


Group A began on Friday the way that 
everyone expected, as District 69 dominated 
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CUBE Team 3-0 in a Bo5 while only giving up 
1 point the whole set. Although Bomb King 
was considered the best champion at the 

LAN, CUBE Team first picked him all 3 games 
but still fell short against a superior squad. 
Kanga Esports knocked Team Eager down to 
the Loser’s Bracket with a 3-1 victory. The first 
two games of the set were close (4-2, 4-3), but 
Team Eager was able to steal away one game 
in a 4-1 and then falling under the opposite in 
the final game. Contrary to the previous set, 
the team that first picked Bomb King won all 

4 games. DiGeDoG of Kanga Esports had a 
reputation coming in of being one of the best 
Bomb Kings in the world and he confirmed 
everything we knew about him. 
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With Kanga Esports and District 69 winning 
their first sets of the LAN, the two teams 

now had to play for the first semifinals spot. 
District 69 had a very aggressive composition 
with both AoE DPS champions and a Buck 
that Kanga Esports just couldn’t handle. Both 
teams ran double support on Frozen Guard, 
but Kanga picked ones with higher healing 
potential and it paid off with their first victory 
of the set. D69 ran double flank with Lex and 
Evie and it completely obliterated the enemy 
backline on Frog Isle. Kanga Esports evened 
up the series at 2 after D69 commit to even 
more flankers on Timber Mill. Three flankers 
were drafted by the European side to counter 
Kanga’s Kinessa. Joelz showed that he wasn’t 
scared of all the flankers targeting him. The 
rubber match between these two sides would 
take place on Jaguar Falls and be decided by 
Bugzy’s Bomb King. 


Team Eager and CUBE Team lost their first 
sets of the LAN and had to win this next set or 
it was all over. CUBE Team got the surprising 
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4-0 victory in the first game but Team Eager 
showed who they truly are in the remaining 

3 games. CUBE Team first picked Bomb King 
for the 4th straight game and that was why 
they were able to swing the first game on 
Frog Isle. Eager got the Bomb King in the 
next game and it paid off when they evened 
the series. Grover and a damage Grohk were 
common picks for the Brazilians and you 
have to wonder if they never had enough 
healing. CUBE Team picked up the Bomb King 
a majority of their games this LAN and still fell 
short in Group A. They really couldn’t switch 
their first pick to a different champ because 
it isn’t worth giving your opponents the pick, 
meaning they were trapped in a pick they 
might not’ve been comfortable with. Either 
way, Team Eager moved on to play against 
Kanga Esports once again. 


Game 1 was a very close to start the rematch 
between these two teams, as it went the 
distance 4-3 on Frozen Guard. The team 


with Bomb King one yet another game and 
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Eager couldn’t be happier as they tied up the 
series. On Timber Mill, Kanga Esports once 
again showed that this is their best map and 
zoned out Stolzey’s Kinessa. Team Eager 
easily took the fourth game on Frog Isle by 
essentially sSoawn camping Kanga Esports 
every chance they had. District 69’s double 
flanker composition made an appearance in 
the deciding match on the side of Team Eager. 
The Aussies ended up on top and on their way 
to the semifinals after the teams exchanged 
payload conversions on Fish Market. 


Saturday began with the Best of 3 Wildcard 
match between #3 from North America Team 
AGG and #3 from Europe WASD Sports. 
WASD was able to take the first game despite 
AGG'’s first pick Bomb King on the back of 
Mutustiina’s Drogoz. Mutustiina had a great 
performance once again to close out the 
series 2-0 for his squad. It was on Sha Lin this 
time though, as his top damage paired with 
Bomb King was just too much for NA’s #3 
squad. WASD Sports would move on as the 4th 
team in Group B. 


Carbon 6 took on the Latin American region in 
Nocturns Gaming to truly start Group B play. 
Nocturns Gaming started out their draft on 
Frozen Guard with Makoa, which gave Carbon 
6 Bomb King and Drogoz. Both AoE DPS 
champions completely ripped through both of 
Nocturns’ tanks. The Triple DPS composition 
out of Carbon Six with Sha Lin, Kinessa, and 
Bomb King absolutely blew Nocturns out of the 
water on the player damage charts. Nocturns 
Gaming finally got themselves on the board 

in Game 3 on their map pick of Stone Keep. 
They went with their tried and now true 
composition of Makoa, Barik, and Ying which 
led to eventual success. Unfortunately, Carbon 
6 slammed the door in Game 4 with one of the 
most dominant games up to this point with the 
dominant combo of Makoa and Bomb King. 


The wildcard victors in WASD Sports now 
had to play against the top NA seed Astral 
Authority. WASD was able to pick up both 
AoE DPS champions and you can guess 
what happened after that. Both of them did 
over 90k player damage and had over 30 


eliminations. Astral Authority ran a similar 
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composition with both Bomb King and Drogoz, 
which was enough to tie up the series. 
Spunkki’s Bomb King once again tore through 
AA with 100k player damage in game 3. 
These teams once again went the distance to 
the max possible score and we got the same 
result as well. WASD Sports took the win once 
again but this time with a 3 tank composition 
of Barik, Ruckus, and Makoa as they move on 
to the semifinals against Carbon 6. 


WASD Sports surprisingly took the first game 
by the score of 4-0 because their AoE damage 
was just too much for Carbon Six with Pip and 
Drogoz. In the second game, WASD Sports 
took Carbon 6 the distance but they couldn’t 
make it two In a row. Carbon Six ran a strange 


composition in the third game with Ruckus as 
the main tank and it didn’t pay off. It all came 
down to the final game and Carbon 6 started 
the draft with Bomb King. They also decided 
to take the 2 snipers, Kinessa and Sha Lin. It 
was a bit unconventional but it still got the job 
done. 


Astral Authority and Nocturns Gaming now 
had to play an elimination match that started 
on Frog Isle. Nocturns got the Bomb King but 
Astral got the win with the help of Evulli’s 
Drogoz tearing through the enemy backline. 
The last two games of the set obvious went 

in favor AA as well but they were a lot closer. 
Games 2 and 3 stretch to 4-3 final scores with 
Astral Authority’s combo of Drogoz/Bomb 
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King/Sha Lin being the deciding factor. Astral 
Authority now had to defeat WASD Sports in 
order to move on to Sunday. 


Although Astral Authority didn’t pick up the 
Bomb King in the first game, they had a lot of 
AoE by the way of Drogoz, Pip, and Evie that 
led them to a 4-1 lead. NA’s top team had a 
feeling of déja vu because they did to WASD 
what they did to Nocturns. The last two games 
were 4-3 with Astral Authority completing 

the sweep. This time it was Evulli’s Drogoz 
carrying the load over EU’s #3 squad to bring 
some dignity to his region. 


It didn’t look so good to start for District 69 
because they fell behind 0-2 in game 1. But 
Astral Authority’s momentum fell off and the 
European favorites were able to pull off the 
reverse sweeps. D69 had three players over 
100k damage, that certainly helped them 


pull off the comeback: 141k, 120k, and 116k. 
The North Americans were able to close out 
their lead the next game because doesupz 
was able to pick out the Bomb King. Serpent 
Beach was a way better performance by the 
favorites, as they once again had multiple DPS 
players eclipse 100k damage. D69’s Bugzy 
got his signature Drogoz and it was all she 
wrote for North America. They said Bomb King 
was unstoppable and yet he didn’t have the 
best win percentage despite being first picked 
almost every game. 


Bomb King reasserted his dominance in the 
first game of the second semifinal, Carbon 6 
vs Kanga Esports. Carbon 6’s Laizy put out top 
damage on the Bomb King but we expected 
that based on the strength of the champion on 
the quality of the player. Oceania wasn’t going 
to roll over and die against their opponents 
from a larger region. Kanga’s Joelz has gone 


off as Kinessa in previous games and he 
showed his sniper prowess once again with 
Sha Lin. Laizy got Bomb King again, | think 
you get the idea by now. Ice Mines went to the 
final point as it always does but Kanga tied 

up the series at 2. Joelz showed that he can 
play more than just snipers, as he had 134k 
damage as Viktor. Carbon 6 punched the final 
ticket to the Finals on Fish Market with Laizy’s 
Bomb King and Northernberg’s Sha Lin leading 
the charge AGAIN. 


The battle between the two European 
juggernauts began with Carbon 6 getting 
first blood. Laizy and Bonkar on Bomb King 
and Kinessa were enough to outdamage 


Mal’Damba’s healing. D69 got the Bomb King 
in game 2 but even he didn’t outshine Shipa’s 
Sha Lin on the way to a game 2 victory. D69’s 
Bugzy is known for his stellar Drogoz play 

and it showed when he masterfully countered 
Bomb King. Not only did he do it on Fish 
Market, he pulled it off on Frog Isle in game 

4 as well. Bonkar did 151k damage on Lex in 
game 4 but D69 bought so many Resiliences 
that Carbon 6 couldn’t pull off any of their 
ultimate combos. District 69 was able to even 
up the LAN Finals series 1-1 against Carbon 6. 
Europe once again showed their dominance in 
the scene and showed that there is legitimate 
competition within the region. 


By Goonlord 


INTERVIEW WITH JUSTIN 
“METAPUSHER’ WILKES 


CURATOR OF THE EX-CLAN "PANDA GLOBAL 


OLE i ih hah ba sdgrddcicdddddddddccdcdccacacdecccaacacaaadaaadadaddadde By Jacob Russell MWlddddddddddddssdddddssdséiéiéiidiii, 


Our interviews have been chock full of content creators these past few issues, SO we deécid- 
ed to go back to the esports scene with an interview of Justin “Metapusher” Wilkes of Pan- 
da Global! Here you can read his thoughts on the future of Paladins esports (specifically in 
the struggling NA region) and what he likes to do when not coaching the Panda boys to ESL 
weekly titles. 


What do you do in the Paladins for 3 months following TJ’s leave. | also work 
community? with iHoldShift and Kami to make content for 

SunkenCitySalt (a weekly Paladins podcast). 
So far, | have coached and built the current My work with them is primarily Power 


Panda Global team (formerly Xenosy) Rankings, guest appearances on the SCS 
since day 1. | was the first of now 3 ESL Webcast, and the Realm Recap during the 
NA Tournament Admins and administrated/ Evie’s Winter Classic. 


commentated the Reddit Tuesday Tournament 
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Do you have any competitive experience 


in other games? 


| played Call of Duty semi-professionally when 
| was in high school. | subbed for teams like 
Complexity and Fariko Impact during Black 
Ops 2 and Ghosts and learned a lot from 
some really talented FPS mind like MrX and 
Parasite. 


When you aren’t coaching, what 
champions/roles do you like to play in 
Paladins? 


I’m a jack of all trades when it comes to 
Paladins. | usually play Frontline or Damage 
but | can play a passable support/flank. 
Makoa and Drogoz are bae. 
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I think there are a lot of unknowns 
about the coach/manager role in 
esports. Can you tell us what you do 
specifically? 


Sure! My role currently is leaning more 
towards management than coaching. | 
schedule scrims, handle everything with our 
organization, and keep everyone focused and 
ready to play their best every night. Originally 
| was able to spectate every practice that we 
had and provide more hands-on coaching. 
Recently, with our rise to relevancy and 
establishing ourselves as a top 3 NA team, 
we’ve had to disable spectators for our 
practices and | have to do my coaching based 
off of VODs with a delay. 
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Your IGN implies that you like having 
your team play outside of the meta, 
would you say that is true? If so, what 
do you think the benefits are of doing 
so? 


| chose my username based off of a 

general philosophy | have when it comes to 
competitive gaming. | believe that it is more 
important for my guys to play on champions 
they feel comfortable on rather than forcing 
“meta” picks. Luckily, I’ve built an insanely 
flexible roster and there isn’t an absurd 
amount of champions so we don’t really have 
that issue. 


Panda Global seems to be the biggest 
organization in Paladins thus far. What 
has it been like playing under them and 
how did the relationship start? 


Panda Global is awesome. I’ve always been a 
fan of theirs from the FGC scene and playing 
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for them is a dream come true. The initial 
connection was made by Alternit (former 
coach of Matchpoint and now Eager). PG was 
interested in signing Matchpoint after HRX 
2017 and after the team disintegrated, Alt 
sent them our way and the rest is history. 


Why do you think we see less 
participation in NA than EU in Paladins? 


| think we’re seeing less participation in NA 
when compared to EU because of a lack 

of stability. Most teams in our region area 
revolving door of free agents coming in and 
out constantly. It causes the challenger circuit 
side of NA to be extremely volatile and a 
completely different experience each circuit. 
We are slowly stabilizing and the topside is 
expanding slowly. 


How does HiRez get rid of the stigma 
that Paladins is simply a “casual” game? 
Do we need changes to the Competitive 
(Ranked) system? 


| think that there definitely needs to be 

some changes to the the Ranked system. 
There has been zero reason for anyone to 
play ranked for probably the past 4 months. 
It isn’t a serious challenge to cap out the 
personal rank for people in other regions and 
the Top 100 leaderboard has held no weight 
for a long time. There is a massive amount 
of players who are eagerly waiting for some 
changes so they can get back into the ranked 
queue so we can only hope that change is on 
the way! 
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Do you like the current format 

of Paladins esports (a series of 
tournaments) or would you rather have 
a league style like the SPL or what 
Paladins had in 2016? 


| really hope that by 2018 we’re able to field 
enough teams in both regions to have an 
SPL-style league format. HiRez has done 

an amazing job with Smite, providing fans 
with year-round content and a lot of options 
for the fans to participate themselves. I’m 

a really big fan of the season ticket system 
in Smite. It really encourages fans to cheer 
for teams even in lower-tier matches or 
matchups without their personal favorite. 


We’re fresh off the Paladins Masters 
LAN, what were your thoughts on the 
event? Did HiRez do a good job running 
the LAN? Did anything surprise you or 
did we get what you expected? 


| was really surprised by the major technical 
issues on Day 1. | expect more from a LAN 
being held at the company’s own studio. 
After Day 1, production was amazing and 

| was really satisfied as a viewer. | could 
nitpick a bunch of things that are irrelevant 
and unnoticeable to the average viewer, 

but | think they did a really good job overall. 
The casters were great, the gameplay was 
great, and | was absolutely loving the drama 
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between the regions. Things get boring when 


everyone is friends. 


What do you like to do outside of 
Paladins esports? 


Outside of Paladins esports, I’m very active 
outside to help counter my long hours 
indoors. | work full time as a operations 
manager at a roofing distributor in Charlotte, 
NC. My spare time is usually split between 
hikes, rock climbing, and backpacking in the 
Appalachian Mountains. 


Are there any shameless plugs or 
shoutouts you would like to make? 


Sure! Follow me on Twitter and Twitch @ 
Metapusher. | tweet a lot and I’m working 
on streaming more (twitch.tv/Metapusher). 
Check out me and the rest of the Pandas as 
we try to qualify for Spain next month! Oh, 
and check out ESL NA (every Thursday at 
7pm EST) which | will be reviving the stream 
and cast starting on 4/27. 


NOTE: The Panda Global Paladins team 
has disbanded between the time of 
this interview and when it is being 
published. We still appreciate Justin’s 
insight on the Paladins scene and wish 
him the best of luck with whatever 
roster he ends up with next. 
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NEW CHAMPION 


WILLO 


